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THE SHAPE OF GAMES TO COME... 

On August 11,1989 something wonderful happened in my life. No, I didn’t 
finish a hot new game or blow away an old high score, this day was much more 
special than that. It was in the early hours of that Friday morning that I wit¬ 
nessed the birth of my first son, Steven Shea. Needless to say, little Steven 
wasn’t exactly thrilled with being in his new world those first few minutes, but 
both his dad (who went through a couple of pairs of Reeboks during the 22 
hour wait in the delivery room) and his mom (who went through a couple of 
nurses during those same 22 hours) were quite relieved. 

Since that day Steven doesn’t feel quite as bad about his new home. In fact, 
he’s adjusted quite well and, except for that occassional all-nighter, is really 
a perfect kid. During one of those 3 A.M. feedings and walks (you can guess 
who does all the walking), however, I looked at the little guy and started 
wondering what kind of games he’ll be playing when he gets a little older. 

We’ve seen giant leaps and bounds in 
video game technology unfold before us 
within just a few years. When you think 
that only ten years ago the Atari 2600 
was state-of-the-art, you begin to really 
appreciate just how far this hobby has 
come. The Turbo and Genesis are hot 
today, but what will tomorrow hold? 

Holographic games? 

Even the Nintendo, which still has the 
ability to play great games, is starting to 
look a little rough around the edges 
when played next to the two aforemen¬ 
tioned 16-Bitters. Will they be able to 
replace the Nintendo? Probably not, 
but both the Turbo and Genesis will ultimately carve out a slice of the video 
game pie that Nintendo has been able to control completely in the past. 

To top it off, the current crop of "next generation" game systems are just 
the beginning. If the corporate cards are played right these consoles will 
be joined by even more advanced or newer systems like the Konix Multi- 
System, NEC Super Grafx, or Nintendo Super Famicom. The evolution of 
these systems may prohibit one from getting a foothold and dethroning Nin¬ 
tendo, but along the way just think of the machines that will be produced! 
Tomorrow’s games will be limited bnly by the imagination! 

As I looked down and saw that Steven had drifted away to sleep, I thought 
out loud, "Don’t worry Steven, no matter what games you play later in life, 
you’re gonna have a blast!" 



Little Steven Shea Harris 
ready for action! 


Steve Ha 
Editor 
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THE BADDEST OF THE BAD 

I really love both TurboGrafx- 16’s Legendary Axe and the fan- 
:ic Ghouls and Ghosts for the Sega Genesis. Legendary 
t's ultimate Boss, Jagu, looks like a wimp compared to 
ouls and Ghosts’ final bad guy, Loki. How about showing 
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powers present a unique challenge at every level. 

Your orders are to enter Russia and infiltrate the Red Army, returning enemy secrets 
to your superiors. But be extremely cautious. You know what the Russians do to spies! 

So get set for radical action in these exciting additions to the Nintendo Entertainment 
System. From Capcom, U.S.A. 


MegaMan 2 Screen Shot 
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ITS THE BID 
OF THE WORLD 

(AS WE KNOW IT) 
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“To the Citizens of River City: 

I hold your high school captive! 

With my gangs of students and 
vicious bosses roaming the streets, 1 
nobody can stop me now. Meet my 
demands - or else!" 

Slick, the meanest, most powerful 
gang lord in River City, has issued this 
ultimatum - and the entire town is 
powerless in a grip of fear! 

Fortunately, Alex and Ryan weren’t in 
school the day Slick took it over. But 
now, their fellow students are prisoners - 
including Ryan’s girlfriend! It's up to our two 
young heroes to battle their way past several 
dangerous city gangs, then defeat the gang 
lord, to free the students of River City High an 
restore peace to the panic-stricken populace! 


10080 North Wolfe Road 
Suite SW3-372 
Cupertino, California 95014 
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Challenging Island Adventure with 12 
Zones. 

Megakey Changes Amagon into The 
Powerful Megagon. 

Featuring an Army of Enemies, Including 
6 Large, Deadly Bosses. 

Brilliant Mega Chip Driven Color, 
Graphics, and Sound. 


ofejf American Sammy Corporation 
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YOU’VE GOTTA’ 

CATCH 
THIS ONE! 






FUTURE PLAY 


By Steve Harris 

Editor's Note: The past year has 
seen more developments in both the 
home and arcade video game scene 
than any year before. 1989 witness¬ 
ed the final release of the TurboGrafx 
(P.C. Engine), Genesis (Mega Drive), 
and GameBoy systems on these 
shores, and the promise of future 
game consoles is hotter than ever, 
with the Nintendo Super Famicom, 
Konix Multi-System, Atari Lynx, and 
NEC Super Grafx consoles all poised 
to enter the crowded game machine 
market, sometime in 1990. 

This is great news for video game 
fans who are looking beyond the Nin¬ 
tendo and Sega 8-Bitters for the ul¬ 
timate video thrill. Despite the fact 
that the NES still is producing some 
outstanding game titles (like Double 
Dragon 2, Batman, and Ninja Gai Den 
2), the die-hard consoles that reju¬ 
venated the home video game in¬ 
dustry are looking a bit weathered 
next to the Turbo and Genesis. Even 
the arcades are experiencing tech¬ 
nological change like never before, 
with games that take advantage of 
the latest state-of-the are design and 
programming. 

With this evolution of the video 
game in mind, EGM has traveled the 
world, sending representatives to 
Japan and Europe, and working with 
correspondants throughout the 
world to compile the following ar¬ 
ticle. It offers the most comprehen¬ 
sive source of data on the current 
state of video game consoles, 
cartridges, and arcade machines 


THE SYSTEMS 

NEC SUPER GRAFX 

Just announced last month, and 
ready for release before the end of the 
year, the NEC Super Grafx was first 
discussed in EGM issue #2 as the 
P.C, Engine 2. While it also shares 
the P.C. Engine name, the Super 
Grafx packs a mightier punch than 
any of the current systems we pre¬ 
viewed - in fact many of its features 
even rival the long-awaited Nintendo 
16-Bit Super Famicom! 

On the surface, the Super Grafx may 
not look that impressive. It uses the 
same 6502 Processor and sound 
chip that are employed in the Turbo¬ 
Grafx. This has been done to insure' 
that the new SG is compatible with 
the existing P.C. Engine cards. This 
is a very welcome feature. 

The real difference between the P.C. 
Engine/TurboGrafx and the SG is the 
improved graphics chip that the SG 
uses. While the screen resolution re¬ 
mains identical to the original sys¬ 
tem’s (256x216 with 512 displayable 


colors), the video ram has been 
boosted, the number of sprites has 
been doubled to 128, and additional 
backgrounds have been added to in¬ 
crease the visual depth in the games. 
These new functions mean that the 
SG can display giant-sized charac¬ 
ters on top of highly detailed back¬ 
grounds with independant move¬ 
ment. On top of that, the main RAM 
increase allows these characters to 
have unrestricted movement. With 
some software support, the SG may 
even be able to accomplish arcade- 
quality movements such as rotation 
and scaling. 

The unit comes with a pad control¬ 
ler and is expected to launch with 
three games, including a version of 
Ghouls and Ghosts that even surpas¬ 
ses the Genesis! Will the SG be re¬ 
leased in the U.S.? NEC denies it but 
by naming it Super GRAFX you can't 
help but think that they plan to release 
it over here sometime. They may wait 
to see how well the Turbo does before 
releasing the SG since it will cost 
nearly $300.00 in Japan! For bigger 
thrills you must pay bigger bucks! 



Recently unveiled in 
Japan, the new NEC 
P.C. Engine 2, to be 
called Super Grafx, 
is essentially an up¬ 
date of the original 
P.C. Engine. A more 
powerful graphics 
chip enables it to 
play better games, 
and a Power Boost¬ 
er peripheral pro- 
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with the 

ACCLAIM REMOTE! 


Wireless Remote 


Controller gives you the power 
to really get into the action of 
your favorite Nintendo 5 games. 
With no wires to tie you down, you 
can roll and tumble through your 
greatest adventures. Inaccurate 



from up to 30 feet away and features 
a Rapid-Fire mode that gives you a 
shot at super high scores. It even looks 
and feels like the Nintendo 5 controller 
you already know. And the Acclaim 
Remote carries the Nintendo 5 Quality 
Assurance Seal. Now nothing gets 
between you and the action! 


>1«laim 


Masters of the Game 




NINTENDO SUPER 
FAMICOM 

After repeated delays, Nintendo 
finally released the final design for 
Nintendo’s shot at the 16-Bit sweep- 
stakes at a press conference in late 
July. While some surface changes 
had been made to the console, the 
unit’s powerful processor and daz¬ 
zling graphics capabilities remained 
intact and were shown off to a great 
degree in a new flight simulator called 







16-Bit Super Mario World 

DragonFly. The flagship of the sys¬ 
tem, Super Mario World, however, 
was not as graphically impressive, 
but did exhibit some unique twists on 
the original Super Mario theme. 

Nintendo has once again pushed 
back the release date of their super 
system to the summer of 1990. While 
their early announcement of the sys¬ 
tem last year may have generated 
new excitement in the Nintendo label, 
it also prompted competitors like 
Sega to push up the scheduled re¬ 
lease of their 16-Bitter and NEC to 
quickly unveil and release the Super 
Grafx. Although the Super Fami is 
basically finished, Nintendo believes 
that any production of the unit prior 
to next summer would only cut into 
the sales of their existing system and 
software. How wise this strategy is in 
the long run remains to be seen, but 
even though the unit has yet to hit 
store shelves, Nintendo has already 
set out to seal their loyal legion of 
third-party developers within the 
same bubble that has kept support 
for other systems down in the past. 

Nintendo has officially stated that 
they do not plan to bring Super Fami- 
com out in the U.S., but with mount¬ 
ing pressure coming from NEC and 
Sega, that threat carries little weight. 


KONIX MULTI-SYSTEM 

Another game system that has been 
plauged by delays and changes, the 
Konix Multi-System is still making the 
same promises that it always has, but 
it has yet to see the light of day. 

The idea of the "Ultimate 1 ' system that 
can do, or has the capability to do, al¬ 
most anything, is indeed attractive, 
but the Multi-System has had trouble 
just demonstrating that it can come 
close to what it has set out to ac¬ 
complish. 



Attack of the Mutant Camels is just 
one of the interesting shooters 
coming for the Konix. 


Associate Editor Ed 
Semrad recently got a 
behind-the-scenes look 
at the Konix and a 
chance to test the sys¬ 
tem. Although a number 
of games were finally 
shown on disk, most 
were ports from comput¬ 
er titles (further establish¬ 
ing the Multi-System as a 
computer without a key¬ 
board) and were not very 
exciting. The chair was 
also slow and definitely 
built for younger players. 

Konix is discussed, it 
seems unlikely. 


THE ATARI LYNX 

Out of all the systems we've pre¬ 
viewed in EGM, the Lynx showed the 
most promise for portable gaming. 
The quality of the color images dis¬ 
played on the unit’s three inch 
screen, combined with the sheer 
power of the hardware (the Lynx has 
internal scaling, scrolling, and other 
advanced functions) made us look at 
the Lynx as the GameBoy of tomor¬ 
row that is here today. 

That was before a cooling of rela¬ 
tions between Atari and Epyx (the 
Lynx developers), the collapse of 
Epyx as a major publisher, and a po¬ 
tential lawsuit that was ultimately 
avoided. 

All of these developments have put 
the Lynx way behind schedule. Most 
of the game design is now being han¬ 
dled by Atari, and moderate progress 
was made by Atari during the period 
when the future of the Lynx seemed 
uncertain. New titles include Chip’s 
Challenge (a puzzler), and licensed 
efforts Xenophobe and T ower Topple 
are in the pre-production stage. 

A limited number of Lynx systems 
will appear before the end of the year, 
but the system won’t be seen in wide¬ 
spread release until next summer. 
And since rumors of a Sega portable 
that uses Genesis carts and a color 
GameBoy are already flying, the Lynx 
may be too late to its own party. 
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Look for our Wrestlemania' 
Nintendo* and Hand-Held games. 
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THE GAMES 


With literally hundreds of games 
coming out soon, it’s next to impos¬ 
sible to show them all. What we've 
done instead is picked some of the 
best that we’ve been fortunate 
enough to see, as well as list some 
of the exciting titles that are now in 
preproduction. 

NINTENDO 


NINJA GAIDEN 2 - Ryu Is back to 
solve a new mystery with his throw¬ 
ing stars and knife blades. All-new 
power-ups, great scrolling back¬ 
grounds, and detailed intermissions 
are combined to take this Ninja 
Gaiden one step further than before. 
This one should appear late next year 
fromTecmo. 



DRAGON SPIRIT - Several com¬ 
panies are attempting to secure the 
license Up this souped-up version of 
the arca^ original. The Nintendo 
version of Dragon Spirit has all-new 
power-ups not found in the arcade, 
and some great shoot-em-up action. 

ADVANCED DUNGEONS AND 
DRAGONS - Based on the popular 
role-playing game, AD&D is set to 
continue FCI's trend toward interac¬ 
tive RPGs that they originally started 
with Ultima. Lots of options and an 
intricate quest highlight this 1990 title. 

MAPPY-KIDS - Another import from 
Namco, Mappy-Kids continues the 
adventures of Mappy the Mouse and 
the tricky Meowky Cats that constant¬ 
ly give chase. Instead of collecting 
items within mazes, this new Mappy 
adventure features game play that 
closely resembles Super Mario. 



CASTLEVANIA 3 - The third install¬ 
ment of the Castlevania adventure re¬ 
turns Simon to his roots, with a quest 
that plays more like the original than 
the RPG-ish sequel Simon's Quest. 
In this new action/adventure, Simon 
must face all new creatures and Bos¬ 
ses, but this time he has a secret 
ability - he can transform into different 
characters who each have different 
weapons and abilities! 

SUPER C - In reality, this is Super 
Contra, and the sequel is every bit as 
good (if not better) than the original. 
Based on the arcade title, Super C 
throws in new features and tons of ex¬ 
plosive combat action in both hori¬ 
zontal and vertical scrolling environ¬ 
ments. Two-player options and Boss 
fights with alien organisms help 
round out this intense shooter. 



Other noteable releases that are cur¬ 
rently in development or set for re¬ 
lease in 1990 include Total Recall 
(based on the upcoming Schwarzen- 
neggar movie), as well as Narc and 
Arch-Rivals from the arcade. Other 
carts rumored to be in development 
or coming to the U S. soon include 
Chase H.Q. and Flipple from Taito, 
Gremlins 2 (again based on the mov¬ 
ie) and Blaster Master2 from SunSoft, 
and Alien Syndrome, After Burner, 
Fantasy Zone, and Shinobi due to ap¬ 
pear from Tengen. 


SEGA MASTER SYSTEM 


With sales of the Genesis in full 
swing, the 8-Bit Master System ap¬ 
pears to be on some shakey ground. 
While no official word has stated that 
the Master System is being discon¬ 
tinued, a recent shake-up at Tonka 
and a rumored discontinuing of de¬ 
velopment in Japan seem to indicate 
that things are gloomy beyond 1990. 

There is some hope, however, with 
two new 1990 releases preparing for 
production. 



GOLDEN AXE - Adapted from the ar¬ 
cades, the 8-Bit version of this hack- 
n-slash epic is actually pretty good, 
even when compared next to the 16- 
Bit version. 

While the graphics are no where 
near as crisp as those on the Genesis, 
the game play is truly outstanding, 
with action that is much more difficult 
than what was found in the arcades 
or the Genesis. Boosted by four meg 
of power, Golden Axe looks very pro- 



ULTIMA 4- Following in thefootsteps 
of the highly successful Nintendo ver¬ 
sion of Ultima 3, comes this graphi¬ 
cally enhanced translation of number 
four. The expanded game play In¬ 
cludes conversational text, new 
character creation, and other familiar 
sights of the Lord British tales. 






TURBOGRAFX-16 GENESIS 


GAMEBOY 





*0 

GRADIUS - The classic Konami side- 
shooter goes portable on the Game- 
Boy! All the features of Gradius, from 
options that shadow your ship, selec¬ 
table power-ups, and an alien armada 
of cannons, fighters, and Bosses that 
are super-tough, are intact! 

Other third-party GameBoy titles in¬ 
clude Motocross Maniacs, Hyper 
Lode Runner, NFL Football, Revenge 
of the Gator Pinball, Shanghai, Cas- 
tlevania - The Adventure, Golf, Kwirk, 
SAGA, Karateka, Fist of the North 
Star, Side Pocket, Lock ’n’ Chase, 
Bases Loaded, Cosmotank, Batman, 
Popeye, F-1 Racer, Navy Blue, and a 
number of arcade translations such 
as Ghost and Goblins and Double 
Dragon. When more titles appear, 
the GameBoy will undoubtedly start 
attracting a larger following. 


r £§ THE ARCADES 

The melting pot for the home 
deo game systems is definitely 
V? the arcades, where game ideas 
ire tested with players' quarters. 
Some of the best games that we 


Japan included Gradius 3 (right), 
a super-charged sequel with new 
battlefields and first-person fight- 
^ ing modes and R-Type 2 which 
has better graphics and play! 


Even though it’s off to a slow start, 
the NEC TurboGrafx-16 has quickly 
released close to a dozen games and 
is preparing to launch even more In 
1990. Combined with third-party 
support from Capcom and some 
original designs, the Turbo is in a 
good position, albeit behind the 
Genesis, to extract a sizeable portion 
of the 16-Bit pie. While the reasoning 
behind original efforts is questionable 
when there are literally hundreds of 
exceptional titles to choose from (to 
try to license for the Turbo) in Japan, 
the addition of new cards is not going 
to hurt the machine's chances. 


Currently there are over two dozen 
titles on NEC’s software schedule, in¬ 
cluding a trio of exceptionally pro¬ 
duced titles for the CD-ROM player 
(Fighting Street, Monster Lair, and 
Darius). Other licensed efforts range 
from Side Arms, the arcade shooter 
from Capcom, to Fantasy Zone and 
Space Harrier courtesy of rival Sega. 
Other titles worth mentioning are 
Moto-Roader, R-Type, J.J. and Jeff, 
Ordyne, Neutopia, Deep Blue, and 
Takin' it to the Hoop (Basketball) and 
T.V. Sports games from Cinemaware. 


Future Genesis releases range from 
fighter simulators like Air Diver 
(above), to computer adaptations 
(Zoom and Sword of Sodan from Dis¬ 
covery, Tongue of the Fatman from 
Activision) to arcade ports such as 
Cyberball, Atomic Robo-Kid, Gain 
Ground, and all the Sega racers. 


Clearly the early leader in the 16-Bit 
battles, the Sega Genesis has taken 
a commanding lead with a superb 
line-up of games and the promise of 
even greater thrills to come! 
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After School 



video game 

CARTR |DGE 


After a hard day at school, 
have you ever just wanted 
to go home and break a few 
heads? Destroy a couple 
cities? Or just blow up the 
universe? 

Of course you have. And 
now you can without getting 
grounded. Plug in one of 
these smash arcade hits on 

0 

Q 

B[ system. Each of the games 
I are specifically enhanced 
I with graphics and depth of 
I game play that’ll blow you 
I away. And sound that’ll 
I make you wanna scream. 

So pick up one. Or all 
■ four. And get ready for the 
I fight of your life. 

A A ATARI 7800 

ATARI' 


the incredible Atari®7800™ 
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FOR MORE EXCITING FUN SEE NEXT PAGE! 
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Itfscft simple as black & white, 
but it can blow yoqr mind... 
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SOLID TITLES GUARANTEE MASTER 
SYSTEM LIFE THROUGH FIRST HALF 
OF ’90...ARE MORE ON THE WAY? 



Despite some questions about future 
game support for the Master System, 
Sega and Tonka are poised to intro¬ 
duce some of the best games the 8-Bit- 
ter has ever seen early next year. 
Among these titles are the long an¬ 
ticipated arcade translation of Golden 
Axe (which will be appearing for the 
Genesis around the same time) and an 
all-new RPG adventure based oh Ul¬ 
tima IV. 

Both of these titles show off just how 
much the Master System has matured 
since its debut, with fantastic graphics 
and game play. Golden Axe (detailed 
in this issue of Mega Play) contains al¬ 
most all of the features found in the 
coin-op and is incredibly challenging. 

Ultima IV, on the other hand, is a 
RPG lover’s dream, with a fantastic 
quest that is contained within an enor¬ 
mous scrolling environment. Four 
megs of power and a battery back-up 
round out this great hew game. 


NEW HOPE FROM EUROPE? 


Although- things may not look as 
promising as they have in the past for 
the Sega Master System, there is 
another outlet for Sega 8-Bit titles that 
may one day become the only resource 
for Master System fans. 

In Europe the Master System has 
eclipsed Nintendo in both sales and 
popularity, opening up avenues for 


here. Remember Out-Run 3-D? It 
may not have shown up on our shelves, 
but in Europe it’s one of the hottest new 
releases! Other cards and carts that are 
being enjoyed by our friends across the 
Atlantic include Bank Panic, Pit Pot, 
and more! Look for more info on these 
games next issue - boy are we envious! 


Jjg 
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PSYCHO FOX is just one of several 8- 
Bit Sega titles that you won’t see on 
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A BRIGHT FUTURE IN STORE FOR 
GENESIS GAMES AND 
PERIPHERALS IN 1990... 












FACT-FILE: 

Manufacturer: Sega 
Machine: Master System 
Cart Size: 4 Meg 
Number of Levels: 7 
Theme: Action 
Difficulty: Hard 
Number of Players: 1 
Available: March’90 



STORY 


Hot on the heels of a fantastic run 
in the arcades, Sega delivers unto us 
the long-awaited 8-Bit version of Gol- 

In the 8-Bit translation of Golden 
Axe, you assume the role of a brave 
warrior who boasts extraordinary 
fighting skills, as well as a keen ability 
to perform any one of three kinds of 
magic! (In the arcades you could 
choose different characters who each 
had their own magic skills, but this 
version features only the warrior.) 

You must set out to rescue the King 
and Princess before Death Adder 
and the forces of evil are allowed to 
take over! Stop them at all costs! 



Ed Semrad 



START YOUR 
ADVENTURE... 

You begin play with limited magic, full 
health, and three lives in reserve. 
You’re allowed to continue up to three 
times (unless you know the se 


to battle at the sa 




that you previously occupied. A 
move through each level, you’ll face off 
against several opponents at once, and 
upon defeating them you must pro¬ 
ceed to the right where further dangers 
Each r 




Your hero will fight 
with Death Adder’s 

forests, castles, and 
atop turtles and birds! 




















POWER-UP 

At the conclusion of every 
level, as well as during the 
course of your adventures, you 

who carry magic and health en¬ 
hancements. To retrieve these 
valuable items, you must strike 
the munchkins to get them to 
"cough up" the objects. Blue 
elves give pots that increase 
your magic meter, while green 
elves deposit meat for added 
health. Work fast, however, the 
elves don’t stay long. 


BATTLE THE ENEMY TO THE DEATH 



Longmoan - Strikes with a Skeleton - Dangerous! Uses Armored Knight - Has long 

spiked club, very common! sabre and is very tough! sword and thick armor 1 



Henninger - Uses mace, 
another common enemyt 


Lemanaya - Woman with 
axe! Very aggressive! 


Anvil Warrior - Heavy club 
is main weapon. A Boss! 


As you thrust, chop, and wre¬ 
stle your way past Death Add¬ 
er’s guardians, you will quickly 
learn that these nasties mean 
business! 

When a crowd of bad guys ap¬ 
pears, it is best to work quickly 
and take out one opponent at a 
time. Having two thugs on either 
side of your hero is the worst 
position to be in, so it may be 
necessary to quickly alternate 
attacks between several ene¬ 
mies. Also remember to never 
get too far away from the Golden 

just find a footprint on your face! 


DRAGON RIDER 

Another character you will en¬ 
counter sometime during most 
of the levels are the Dragons. 
Riding a dragon gives you extra 
protection from attack and in¬ 
creases your firepower drama- 



Chicken Tail - This strange Fireblast Dragon - This dra- Fireball Dragon - This one 
creature has a whip tail! gon sprays firey breath! shoots fireballs at enemies! 



MAGIC AND MIGHT 

One of the most valuable weapons you 
have to aid you in your battles is the 
powerful magic. After selecting which 
of the three different types of magic you 
would like to use, you can then increase 
your magic abilities by collecting the 
pots that are dropped by blue elves. 
Depending on how powerful your mag¬ 
ic is, you can inflict trendous damage! 
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VERTICAL SCROLL 
TURNS TO 
HORIZONTAL HERE 



TAKE ON THE LEVEL THREE BOSS - THE DEADLY MISTRAL WIND 

When you approach the end of Level Three, you must jump from the tongues of the stone idols. Don’t get too 
close to the idols’ mouth or you’ll get gobbled up! Don’t forget that you’ll speed up as the monsters retract their 
tongues back into their mouths. 

When you reach the last plateau, the Mistral Winds will appear. This Boss is comprised of a giant eye surrounded 
by clouds. Within the eye rages a violent electrical storm. You must repeatedly shoot the eye as it hovers around 
and below. While it is easy to hit the Winds when they are directly left and right, it is important to hit the Boss as 
it flies overhead (shooting up) and below (jump and fire down). 

When the Mistral Winds become electrically-charged, however, you can’t attack the Boss. It Is also at this time 
that the Boss Is at its most dangerous state of movement so back away! Resume the battle against the Level 
Three Boss once it has settled down into its regular patterns. The best weapon is again the dagger, since it fires 
with the most frequency. 












r-m - 


i rTfmf? ,, ^• i** 


THE AE) VENTURE 
CONTINUES... 

STRATEGIES ANG MAPS FOR 
LE5EES 3,4,5 


LEVEL FOUR BOSS - THE ROTTEN WORM 

The fourth Boss is difficult mainly because of the slinking snake that winds 
its way around the screen. Besides this attacker, smaller worms appear 
from the five pulsating hearts in the large worm, work their way up and onto 
the top of the main Boss, and then head in your direction! 

To waste this Boss and proceed to the final level, use the dagger weapon 
and move to the very edge of the worm’s backside. Crouch down and fire 
into the two left-most hearts. These will be destroyed quickly and with very 
little effort. If smaller worms approach, simply arise and fire. Move to the 
right side of the worm (right above the creature’s head) and repeat this 
process on the two hearts to the right. Along the way, pump a couple of 
shots into the center heart and finish the beast off! 
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UNCOVERING THE 


desireable offense. cho Wea P on that she leaves Arthur. 


CHAMBER OF 
DEMONS 


WATCH OUT FOR DRAGONS! 
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PRINCESS AND DEFEATING LOKI... 







LOKI...THE ULTIMATE EVIL! 


Undoubtedly one of the most im¬ 
pressive Bosses to ever show up at 
your home, Loki is a firey demon in¬ 
tent on keeping the Ghouls and 
Ghosts on Earth forever! 

As Arthur advances into Loki’s 
chamber, the monster will immed¬ 
iately come to life with his hands 
outstretched and eyes raging. 

Loki attacks by firing laser beams 
from his hands and spitting bombs 


down from his mouth. The laser 
beams are definitely the more dan¬ 
gerous projectiles since they can be 
fired from al most any angle and also 
eliminate portions of the ground. 
Jump and fire at Loki’s head, or 
jump on his foot or knee and wait for 
the monster to raise you up to his 
face. When you are in close prox¬ 
imity to Loki’s vulnerable area, fire 
away and get set for a great ending! 
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^PLAYERS COMICAL KUNG-FU 


The King of comical ha 


CjJUUBBBfiVVIV 







Take the challenge 
with two players, 
and there's nothing 
to fear! 




























REALISTIC KUNG-FU ACTION RETURNS! 

FLYING DRAGON:The Secret Scroll. 

Based on the ARCADE HIT "Shang-Hai Kid”, it’s the latest in fighting action for the NES! 


SUPER REAL KUNG-FU 0 


Pi 


You are Ryuhi, a dedicated student of the ancient art of Kung-Fu. But y. 
master has been kidnapped, and with him, the Secret Scrolls, which hold th 
awesome fighting skills. Now, set out to defeat the evil Tusk Soldiers and regain th< 
Your goal: The World Tournament of Contact Sports, where you will seek out I 















FACT-FILE: 

Manufacturer: Sega 
Machine: Genesis 
Cart Size: 4 Meg 
Number of Levels: 24 
Theme: Action 
Difficulty: Avg. - Hard 
Number of Players: 1 
Available: January ’90 


Martin Alessi 


SHINOBI GOES 16 -BIT ON THE GENESIS 


Out of the darkness there comes a 
sound of thunder and a flash of light. 
All you can see is a cloaked figure and 
eyes filled with the spirit of revenge. 
It’s Shinobi and he’s back with a 16-Bit 
vengeance! 

This is the Genesis cart hardcore 
Sega fans have been waiting for. Re¬ 
venge of Shinobi keeps most of the 


play themes popularized in the ori¬ 
ginal, while adding a few new enhanc- 
ments that improve the game play dra¬ 
matically. 

Revenge of Shinobi has some of the 
most impressive graphics ever seen in a 
home video game. Highly realistic sep¬ 
arate scrolling fields of background 
and foreground animation generate an 



Located within the crates are any one of six dif- 
POWER-UP ferent power-ups. Use these to your advantage, 



POW HEART DOUBLE STARS 



Power-Up Stamina Restored 20 Stars 



























awesome 3-D effect. Accurately de¬ 
tailed enemies and huge animated Bos- 


MASTER NINJA MAGIC... 


you see the huge fire breathing dino¬ 
saur at the end of stage seven and you’ll 
know exactly what we mean)! 

equally impressive and set the mood for 
each stage. 

Revenge consists of eight stages each 
containing three areas, the last one 
holding the Boss guardian. The Bosses 
are challenging, but not overly difficult. 
The biggest challenge is the mind-bog¬ 
gling labyrinth of revolving doors in lev¬ 
el 8-2. You must proceed through the 
correct doors (there are up to 20 in 

dangers. 

Revenge of Shinobi is without a doubt 
one of the best Genesis games to ap¬ 
pear so far (if not THE best). It com¬ 
bines the perfect blend of graphics de¬ 
tail, sound quality, and game play to 
create a video game experience unlike 
any you have ever seen before! 



FUSHIN Magic - Introduces several 
shadows which increase your attacks! 



HIJIN Magic - Shinobi explodes his 
spirit to damage everything that is hit!! 

















FACT-FILE: 

Manufacturer: Sega 
Machine: Genesis 
Cart Size: 4 Meg 
Number of Levels: 6 
Theme: Shooter 
Difficulty: Average 
Number of Players: lor 2 
.Available: December ’89 y 
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SUPER STUDS! 





BLOW AWAY 
THE BOSSES! 

Use your powers against the six Bos¬ 
ses of the Forgotten Worlds! Be pre¬ 
pared, however, because some of these 
alien nasties will transform into even 
more powerful foes! 






STOP AND SHOP! 

As you travel through the Forgotten Worlds, you can stop at the shops that will suddenly appear out of nowhere! In 
these establishments you can purchase new weapons, armor, continues and information. Later levels of play have even 
more attractive power-ups so remember to spend your Zenny wisely! 
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FACT-FILE: 

Manufacturer: Sega 
Machine: Genesis 
Cart Size: 2 Meg 
Number of Levels: 7 
Theme: Shooter 
Difficulty: Easy 
Number of Players: lor 2 
Available: December ’89 


BLOW THE SOVIET PINKOS AWAY! 


Based on the blast-em-up movie and 
not the Master System game, Rambo 3 
takes you on a mission to rescue your 
mentor, Colonel Trautman. You must 
guide the all-powerful John Rambo 
through a series of missions in order to 
reach your final objective. The major¬ 
ity of the action is played out from an 
overheadperspective, although you are 
challenged with first-person perspec¬ 
tive confrontations after certain mis¬ 
sions are completed. In these special 
contests, it’s Rambo against powerful 
tanks and helicopters, with an explosive 
bow as your 



you’ll find yourself us 
While the graphics ai—, 
digitized pictures from th 


During the main rounds, Rambo can ting the stage for J — -- 

use any one of three different weapons Rambo 3 is not very long and is not too 
which can be selected at any time. Of difficult to complete. This is a good 
course Rambo also has a limitless sup- Commando-style shooter, and fans of 


THE WEAPONS 


KNIFE BOW 

BOMB 

aac in.. 



THE MISSION... 
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INFILTRATE THE 
ENEMY AND RESCUE 
TRAUTMAN! 

























Mystic: 

QE FEN DER^. 


®3E0A 1988 


FACT-FILE: 

Manufacturer: Sega 
Machine: Genesis 
Cart Size: 3 Meg 
Number of Levels: 6 
Theme: Action/Adventure 
Difficulty: Average 
Number of Players: 2 
Available: January ’90 


Brian Belanger 


BECOME A MYSTIC DEFENDER! 




Mystic Defender is just that - mysti¬ 
cal! Taking advantage of the Genesis’ 
16-Bit graphics and sound, this Genesis 
game is more than just a conventional 
shoot-em-up or Castlevania spin-off. 

Instead of being armed with a MAC- 
10 machine gun or rocket launchers, 
the hero of Mystic Defender has the 
unique ability of focusing energy and 
directing it towards oncoming oppo- 

Using an assortment of spells which 
can be collected after each Boss is de¬ 
in hopes of finding more spells. On 
your way you’ll encounter giant bounc¬ 
ing heads and spiders that tranform 
into multi-armed attackers! Bosses 
and sub-Bosses also anticipate your ar¬ 
rival. A variety of terrains also work 
against you. Fast hands and quick logic 
are a must to be a Mystic Defender! 















Tricks- 
I of the 
I-Trade 


SPECIAL TIPS, PLAYING TECHNIQUES, 
STRATEGIES, HIDDEN POWER-UPS, 
LEVEL SELECTS, AND CONTINUES... 


BAD DUDES 

63 Mu Trick 

Defeat the bad guys with this 
super power-up! On controller 
two, press ’B’, ’A’, Down, Up, 
Down, Up. Next, press ’Start’ on 
controller one and you will begin 
play with a whopping 63 free men! 
Now anyone can beat the game! 



Normally you have limited con¬ 
tinues, but with this trick you can 
keep on playing after your last res¬ 
tart. When Robocop dies press 
the ’A’, ’B’, and ’Select’ buttons 
and then press ’Start’ to return to 
the title screen where the ’Contin¬ 
ue’ option can be used again. 


LEGENDARY AXE 

Secret Continual 

There is a way to get more than 
three continues on Legendary 
Axe! After you lose your last man, 
hold the number one, two, and 
’Select’ buttons and rapidly press 
the pad to the left. Each time you 
press left, another continue will be 
added to your reserves! 


GHOULS AND GHOSTS 

level Select 

Ghouls and Ghosts is a tough game 
that requires plenty of video game 
talent to beat! This is especially true 
when you consider that you have to 
play through the entire game twice 
and locate a special weapon to reach 
thelairofLoki. But now there is a way 
to defeat Loki and select any level of 
play instantly! 

During the title screen, wait for the 
words Ghouls and Ghosts to float 
down the screen. Press Up, Down, 
Left, Right and you should hear a 
short musical melody that sounds like 
a harp. Now, depending on which of 
the inputs you enter below, you will 
start on one of the game levels: 

'A' Level One (Half) 

Upand Start Level Two 

Down and Start Level Three 
Leltand Start Level Four 

Right and Start Level Five 

Down, Right Start Loki 


Add'A'to any of the selections to start 
in the middle of the level. 
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6ALA6A '90 

$«r«t Pwir-Up Option* 

Unknown to most, there are special 
power-up capsules that award extra 
firepower, triple fire ships, extra speed 
and more! Normally, you’ll never see 
these weapon boosters, but if you hold 
the ’A’ button while you press ’Start’, a 
red capsule will appear during the ship 
select screen that’s normally blue. That 
let’s you know that the trick is activated. 
(Tip: Select single fire, the first pod 
gives you the triple ship!) 





LAST BATTLE 

Coirtinu. 

At the end of play, press and hold the 
’A’, ’B’, and ’C’ buttons simultaneous¬ 
ly while pressing ’Start’ four times. If 
you reached a higher level, you will be 
able to select up to that chapter. 
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BE THERE! with the 



BE THERE! Feel like part of the action with 
Hudson’s New Personal Stereo Controller 
and the magic of sound effects. 

Just put on the stereo earphones. And get 
ready Sound shifts rapidly from ear to ear, while 
video images race across the screen. It’s fun 
and intense - almost real - as the excitement 
swirls around you. 

The joycard also comes equipped with 
volume control. Plus, a rapid-fire setting of up 
to 15 shots per second - for when you need 
maximum power. 

So look for Hudson’s new controller wher¬ 
ever you buy video game equipment. The magic 
of sound will make you feel like it’s more 
than just a game. 



NO MORE TV NOISE. 


^HUDSON SOFT 

Hudson Soft USA Inc., 400 Oyster Point Blvd., S-515 
-South San Francisco, CA 94080 TEL: 415-495-HINT 
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Thrash, Bash, anil Smash the Competition. 

Team USA is on its way in the Soper Dodge Ball World Cup Champ 
From out of nowhere, this scrappy bunch of rookies are fighting' 
for a long-awaited grudge match with the undefeated, defending 
world champions. Team USSR. 

Have you slammed into Super Dodge Ball yet? 





BLAZING LAZERS 

Supr Debug M»4« iiul Optlm 



During the title screen, 
hold the ’Select’ button and 
quickly toggle the pad right 
and left until the Sound Test 
is activated. 



Press Button One, then 
Button Two, and then push 
the ’Select’ button 21 times. 
The Gunhed ship should 
appear. Make sure your 
Turbo-Switches are down. 


M Move the sound test to any 

effect between 0 and 9 and 

r EXTRA MEN, BOMBS, AND INSTANT CONTINUE... 

hit the ’Run’ button. You 

will on 

■ 0 is a special secret round 

If not found in the game. 

Before hitting the ’Run’ button to begin play, hold 
down the Number One button. You’ll start play with 
ten fighters and ten bombs. For the first ten fighters, 
the game will restart at the same point you died and 
will not return you to an earlier point in the round. 

1 HUB 

on this page and on any beginning level. 

I mm 

EM 

You can also choose to fight only the Bosses by picking 
a number between 00 and 0C (except 07) and then hitting 

■Ml 


’Run’ while holding ’Select’ 


m 


Try combining several of these commands to 
get super high scores and plenty of bonus men. 
Use the ten men/bomb trick and use the Boss 
select ’OA’ to start on the last Boss. Defeat this 
Boss for a 10,000,000 point bonus (and 50 free 
ships). Play then begins on round one! 



















CHILD’S 




U>VZH3 


The Power Glove.” You plug it in like feel the mechanical moves of a joystick 
any joystick. But the similarity stops give way to free-flowing instant response, 

there. Because now you don’t just guide You actually knock out Mike Tyson. Grab 

the action. You’re in the action. the steering wheel of Rad Racer.’ Bank 

As soon as you put on the Power and fire your P-38 in 1943“ The Battle of 

Glove, its 3-D sensors track the position of Midway. All simply by moving your hand, 

your hand in space. You enter the program The Power Glove has a unique pro¬ 
code. Calibrate the glove. Center it. And grammable keypad that gives the best 





i 1 i 1 1 





mym 




J 1l\4 


NES" players moves they’ve never had be- Turnaround”: you automatically change 
fore—and never will have with a joystick. direction and fire faster than you ever 

Twist your wrist for an immedi- _ _ | could with a joystick. 

ate head butt in Double Dragon. , Vite With new moves at your dis- 

Bend a finger for “Thrash Mode” !■ posal, it makes your joystick games 

-your character turns and ;|| especially vertical scroll games, 

shoots in all possible directions. “ W& new. Different. More exciting. 
Bend another for “One-Shot XT And that’s only the beginning. 






FUTURE PLAY. 

With games specifically designed ahead of schedule. Look at Super Glove 
for the Power Glove, you’ll be blown into Ball. The hand on the screen is your hand, 
another dimension: the third dimension. Its thumb and fingers move instantly. 

In the ’80’s, all video game play exactly as you command. You strike the 
occurred in two dimensions: up, down; ball. Catch it. Throw it. And experience 
left right. Starting in the summer of NES'“ like never before. 

1990, software designed for the Power So put on the Power Glove and put 

Glove adds the third dimension-depth- on the power of the future, 
so that you’re playing in a “virtual real- The Power Glove. Everything else is 

ity.” It’s the future of video games. Years child’s play. 



Turbo DRAGON SPIRIT 

Special Sund Tart 

Dragon Spirit has great mus¬ 
ic, and with this trick you can 
listen to it just like a CD! 

When the title screen is dis¬ 
played, hit the pad in the fol¬ 
lowing order: Left, Right, 
Down, Up, Select, and Left. 
A music selection screen will 
appear across the screen! 

Why not plug your AV 
Booster onto your Turbo, lis- 



ROUING THUNDER 

Satrrt Trick far Five Cartinaai 

Normally, Rolling Thunder gives you 
three continues built-in, but even the 
most proficient players will probably 
still find the game to be quite chal¬ 
lenging. With this tip, you can now 
restart from the same level up to five 

During the title screen, hold Up and 

on controller two. Then press ’Start’ 
on controller one! Now when you lose 
your last life you can continue up to 
five times! Very useful! 



ifficult 


ROLLING THUNDER 

Shaat Behind 

Rolling Thunder 


around while he’s kneeling. Or 
can he? Remain crouched down 
and press the pad in the opposite 
direction that you are facing. Hit 
the fire button twice and you will 
magically turn around! 



BLAZINGL AZ ERS 

Now you can get more than 16 
bombs as well as plenty of free 
ships. When you confront the last 
Boss, avoid his shots and move¬ 
ments until he reforms and exits 
the screen. You’ll receive a big 
bonus! This is difficult so you may 
want to use the Debug Mode to 
start with 10 men and 10 bombs. 



SUPER MARIO LAND 

Hidden Pktfoms 

There are several areas in Super 
Mario Land filled with items that 
are impossible to reach. Now you. 
can get to them! On level 2-2, for 
example, it appears that the lower 
level is unattainable, but you can 
actually jump on an invisible plat¬ 
form! Run on to greater riches! 


TOMMY LASORDA BASEBALL 

3 

eerat Codes 

One of Tommy LaSorda Baseball’s 
most enchanting features is the league 

play that is co 

nstantly progressing as 

you play the game. Now a top secret 
agent has uncovered some of the most 
powerful codes that will even take you 


World Series! Can you 

become the world champions? You 

play Oakland: 


Game 

Code 

Seattle (2-0) 

URI0PQMLHN0MSPMI06EMAU 

California (5-0) 

RVMSSSQPKPRPHQOI RCEpk 

Texas (8-0) 

URWQWWSTOSUSIQQIUeEkA 

Chicago (11-0) 

YSVUaZZWSWVWKRSKYHEMA 

Kansas City (140) QNNRZXYUTRSQUHOPHWCEUA 

Minnesota (17-0) 

URQYfejebZXVbOTllNd6EkA 

Seattle (19-0) 

OLNUaaeYXURQXINQIZAEUA 

California (21-0) 

OlPXdeebaVfSQZJOSKbAEYA 

Texas (23-0) 

QNSbhjheuVTdLRVMfCErM 

Chicago (25-0) 

RORakjkgjdYUsNSXNiDEwA 

Kansas City (27-0) 

ROOfnlnihfWiPSYNkDEkA 

Minnesota (290) 

QNMfaanjigXUjPRZNICEyA 

Playoffs 

V S. Detroit) 
Woild Series 

OlDeklnihfVSiNQYLkAEMA 

(VS. San Fran) 

TQtjpqrnakaYnSVdQiiFEAE 

After enter 

ing the code you’ll be 

warped to any of the levels you select! 

Get the show o 

n the road, step into the 

batter’s box, ai 

ad let the game begin! 
Michael Graben 


Foster City, California 








































GOLVELLIUS 

Ending Cndn 

This code takes you straight to the 
top! You start out with all the Bosses 
dead except for Golvellius himself. 
You also start out with seven crystals, 
legendary sword, Arusazu’s Shield, 
18 Life Potions, Maximum Bibles, 
Ring of Invincibility, Mirror, Ascent 


AIR FORTRESS 

C#4« t. Eijlrth Fortran 

To battle past the earlier attacking 
waves of alien gunships and maraud¬ 
ing invaders, simply input this code to 
warp directly to the eighth fortress in 


TOP 

i SECRET 

V / 


LEGACY OF THE WIZARD 

Spaetel Triek 

When the title screen appears, hold 
right, up and the ’A’ and ’B’ buttons 
on controller two. On controller one, 
at the same time, hold left, down, and 
’Select’. Then pust ’Start’ on control¬ 
ler one. If you hear a tone, that means 
the trick works. 

Music Lesson - When the family is 
seated at the table, move the cursor to 
the painting to change music. 

Free Armor - Choose Roas and go 
to the shop in the tree near home. 
Buy the crystal - it says you don’t have 
the money but you’ll get it anyway. 

Bonus Players - After getting the 


o the hi 




Roas (the son) and armor. Stand ous- 
tide with the armor on and run out of 
magic. Go back into the house. This 
is where you can enter a password if 
you have it (see EGM #2, page 54). 
When your character’s life goes down 
to nothing, it will refill three times. 
Will Austin 
Spanaway, WA 


BUGS BUNNY 

Ending Cndn 

To zip through the game Bugs Bunny 
without stopping for carrot breaks, 
use these sure-fire codes: 

Stage 20 ZTPZ 

Stage 40 DOW 

Stage 60 YTKX 

(Final Stage) 


To advance to the last board before 
the ending of the game with plenty of 
power-up enhancements and other 
items, try using this special code: 

q8f?cn?,SwSYzGYLhqSthCEA 


MONSTER PARTY 

Lint Lwil Cndn 

Forget about fighting your way 
through monsters and mayhem, try 
inputing this super code instead! 
This will take you past all of the crea¬ 
ture in the previous levels and set you 
up for the fight of your life! 
DTvgs.iNT 


ROGER RABBIT 

Spatial Cndn 

To start out Roger’s adventures 
with everything but the gun and 
hole, punch in the following code: 

LLHHHHHHODHHOH-HHHHHHGZ 


WIN A FREE GAME FROM EGM! 

We want you to play like a winner, 
and we’re ready to pay! Give us 
your tips and clues, your secret 
continues, level selects, power- 
ups, and codes! If we print yourtip, 
we’ll give you credit in these pages 
as well as a free game! You can’t 
lose - get the best tips anywhere 
and get some great games as well! 


Send your tips and tricks to: 
Quartermann 

c/o Electronic Gaming Monthly 
1920 Highland Avenue, Suite 300 
Lombard, Illinois 60148 
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FACT-FILE: 

Manufacturer: SunSoft 
Machine: NES 
Cart Size: 2 Meg 
Number of Levels: 5 
Theme: Action/Adventure 
Difficulty: Hard 
Number of Players: 1 
Available: March ’90 


The Annihilator 



THE DARK KNIGHT™ WAGES WAR ON THE 
JOKER™ IN BATMAN™.THE VIDEO GAME! 


Illft 

















The game play itself might remind 
you of Castlevania or other similar 
types of action/adventure contests 
where your hero occupies a central 
position on the screen at all times. 

Besides fighting your way through the 
game’s graphically detailed rounds, 

maneuver that seems a lot like the wall 
climb out of Ninja GaiDen. Skillfully 
jumping and pressing the button at the 
right time, makes Batman climb up 
walls and through passages, jumping 
from one wall to another as he progres¬ 
ses up or around screen objects. 

Colorful intermissions are also played 
between levels and capture some of the 
exciting scenes from the movie, like the 
explosive entry of THE BATMOBILE 1 
into Axis Chemical, and the high-speed 
flight of THE BATWING™ over 
GOTHAM CITY™ Some of the still 
pictures (which are displayed with text) 
look like they popped right out of the 
movie and into the cart! 


STOP THE JOKER! 



When you reach the end of the fifth level, you’ll come face to face with the 
Joker himself. The Joker isn’t kidding around either! When you confront the 
master criminal of Gotham in the Bell Tower he’ll brandish a loooooooonnng 
pistol with incredible destructive power! Help Batman exact revenge on the 
murderer of his parents and clean up Gotham City! 




THE WEAPONS 

Besides boasting some fantastic pun¬ 
ching and kicking skills, Batman can 
also acquire different power-up wea¬ 
pons as he progresses to his final battle 
against the Joker. These weapons play 
an important role in later levels of play, 
and can be collected to insure proper 
stockpiles when more difficult situa- 


Among the devices that Batman can 
pick up during his journey are a missle 
that fires straight ahead and explodes 


with great force at any target it hits. 
Batman will also discover a Batarang™ 
that flys out and slowly arcs back into 
his possession, inflicting damage on 
anything it hits along the way. Other 
special power-ups are also sure to turn 
up during Batman’s battles. 

Batman is one of the most exciting 
games we’ve previewed in recent 
months. With the possible exception of 
some stiff competition set to come from 
Acclaim’s Double Dragon 2, Bat- 
man...the Video Game looks to be the 
best NES cart planned for release soon. 
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TURBO CHAMP 


David White 

NEC LOOKS TO CD-ROM AND MORE IN ’90 





















r FACT-FILE: 

Manufacturer: NEC 
Machine: TurboGrafx-16 
Cart Size: 2 Meg 
Number of Levels: 12 
Theme: Action 
Difficulty: Easy 
Number of Players: 1 
Available: Now 







SUPER - PUNCH 


POWER - UP. 


When you are fighting the Boss characters you will 
metimes find your hero attacking with a special punch 
:hnique of incredible speed or power. Stand in the 
nter of the board and press the pad while you punch. 


During the course of your battles, you’ll encounter 
floating pots which can be kicked open, and specific op¬ 
ponents that can be eliminated, to expose health power- 
ups. Some are high so jump to retrieve them! 









GALAGA ’90 


FACT-FILE: 

Manufacturer: NEC 
Machine: TurboGrafx-16 
Cart Size: 2 Meg 
Number of Levels: 32 
Theme: Shooter 
Difficulty: Easy-Average 
Number of Players: 1 
Available: Now 


Steve Harris 


BATTLE GALAGA INVADERS INTO 1990 



Get in Boss Galaga's beam and rescue your filter for 
enhanced firing abilities - but now you’re a bigger target! 


Those crafty Galaga aliens are back 
once again, but now they’re better and 
badder than ever before. In this up¬ 
dated version of the all-time arcade 
classic (originally titled Galaga ’88 in 
coin-op form) you must face an even 
more powerful alien armada with a new 
cast of creatures who’s only mission is 



Galaga ’90 in¬ 
troduces origi- 

well, with 

can be retrieved 
to send you ii 
new and higher 
dimensions of 



As you fight your way through the in- 

axfcTfilied'with'aUackerTTn^Lfer- 







...tobla t h o ghd en i 
















HERE COME THE GALAGA MEGA-BOSSES... 

Once you have conquered the third 
zone, you will come up against one of 
Mother Galaga’s three Mega-Bosses. A 
different Boss will appear for each of the 
three dimensional plateaus that are pre¬ 
sent after the third zone is finished. 

The Mega-Bosses are different from 
the normal Galaga invaders in many 
ways. First of all, they can’t be destroyed, 
but they can be repeled. Secondly, they 
not only fire laser bullets at your position, 
they also spawn hordes of smaller Galaga 
ships. The mother Galaga, who is en¬ 
countered after the final round, is the 
most aggressive of all the Mega-Bosses 
and is the only super ship that can be 
destroyed. 



POWER-UP CAPSULES... 






FORMATION 

ATTACK! 

When the number of alien op¬ 
ponents remaining in formation 
is low, certain enemies (espe¬ 
cially those in the middle and 

bugs) will release a squadron of 

ed. If you can blow all of these 
mini-Galaga away before they 
exit the bottom of the screen, 
you’ll be awarded big points for 
your efforts. 

To raise large scores through¬ 
out the game, save these explod¬ 
ing bugs for last and then wipe 
out their offspring for even 
greater bonus awards! 



ed by these ships. 
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LYNX TAKES BIG APPLE AND 
JAPAN BY STORM! 





We Buy-Sell Used 

NINTENDO 


GAMES 

HIGHEST PRICES PAIDI 

Send For A Price List 
With A Self-Addressed 
Stamped Envelope To: 

U.V.T., inc. 

Olympia Plaza 
Route 22 East 
Scotch Plains, NJ 07076 


( 201 ) 232-3222 

CALL FOR NEW GAME PRICES! 


i— (Nintendo) —i 
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$^>^YOUR COMPETITION 


ULTIMATE 


t aj>ers(iek= 



GAMEBOY 

CLUB 


David White 

HAL INTROS PINBALL AND PUZZLER 
AS FIRST PORTABLE TITLES 
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Put 
Your 
Brain in 


© FCIW 


Not Just Kid Stuff 










Coming soon from Bandai is Hyper 
Lode Runner, an advanced GameBoy 
version of the original puzzle game. 


There are 50 differenl 
levels in Hyper Lode Run¬ 
ner, including an edit 
mode that let’s you create 
puzzles like the one 
below! Very cool! 

EEM 

I5#i 


GAMEBOY NEWS!!! 

The GameBoy is becoming a very hot item in 
Japan and plenty of carts are on their way! Even 
though the portable unit has sold only marginal¬ 
ly on these shores, can these games be far away 
for American game players? Some of the most 
exiciting titles include Gradius, 

Ghosts and Goblins, Side Pocket 

and Lock ’n’ Chase from Data __ 0 

East and original titles like Cos- 

motank and Popeye. ^ ik 0 




* §i L §5f!C8?ig 


Motocross Maniacs represents one of 
the first releases from Konami/Ultra, 
who have gotten into GameBoy devel¬ 
opment in a very big way with NFL 


GO! i 

? * : 


Football, Castlevania, and Gradius 
game carts coming soon. 

Motocross Maniacs isn’t over¬ 
whelming in its design, but it is a very 
good derivitive of your standard Ex- 
citebike-type of racing with plenty of 
trick man-euvers, loops, and power- 
ups tossed in to help heat things up. 
Blazing through multiple loops and 
jumping off high ramps is especially 

You can select between solo, head- 
to-head (with the video link) or versus 
computer play. Secondary racers do 
not affect the course layouts (there are 
eight in all), but you may find yourself 
battling for valuable enhancements. 
Skill levels are also included, with each 
difficulty adjustment affecting the 
time you have to complete the course. 

Rev up your engines and grab the 
nitro boosters because Motocross 
Maniacs is a blast! 
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For information on how to submit a high score to the U.S. National 
Video Game Team, send a stamped, self-addressed envelope to: 

U.S. National Video Game Team’s High Score Club, 
c/o Sendai Publications, 1920 Highland, Suite 300, 
Lombard, Illinois 60148 
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WE NOW SHIP ALL IN STOCK ORDERS OVERNIGHT JP**"! WITHIN 48 HOURS! 

TO ORDER NINTENDO, SEGA, TURBO GRAPHIX, GENESIS OR ATARI GAMES OR ACCESSORIES IN THIS 
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ESCAPE 

FROM THE PRISON CAMP 
OF ORDINARY GAMES! 

























